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game system which generates an image, comprising: 
me*ns which sets image information of an original image 
as an ino^x number in a lookup table for index color 

texture -mapping; and 

means \which transforms the image information of the 
original image\by performing index color texture -mapping on a 
virtual objectYy using the lookup table in which the image 
information of \e original image is set as the index number. 



2. The game system as defined in claim 1. 

wherein the\irtual object is a polygon having a size 
equal to a size of aXdisplay screen. 
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The game system^s defined in claim 1. 
wherein the virtual object is a polygon having a size 
equal to a size of a block \tained by dividing a display screen 
into blocks . 

4. The game system as defined in claim l r 

wherein the lookup ta^Le is used to perform gamma 
correction. negative/positive\inverBion, posterization, 
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filtering on \h7 image inf ormatioAof the original image. 



5 . 



The game system as defined 



xn 



:laixn 1, 
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wWerein one of color components of color information in 
the image information of the original image is set as the index 
number in theXLookup table for the transformation of the color 
information; ai 

5 wherein game system further comprises means which 

performs masking op other color components of the transformed 
color information t3p avoid being drawn in the drawing region. 

6. The game system\as defined in claim 1 , further comprising 

10 means which blends: 

transformed colcfcr information obtained by setting the 



K-th color component of \ the color information in the image 
information of the originVl image as the index number in the 
lookup table; 

15 transformed color information obtained by setting the 

L-th color component of the\ color information as the index 
number in the lookup table; a\ 

transformed color information obtained by setting the 
M-th color component of the co3\pr information as the index 

20 number in the lookup table. 

7. The game system as defined iifc claim 1, 
wherein an alpha value corresponding to the image 

information of the original image \s generated by the 
2 5 transformation of the image information oil the original image. 

8 . The game system as defined in claim) 
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wherein\ depth value in the image information of the 
original image is\set as the index number in the lookup table. 

game system which generates an image, comprising: 
mkns which sets a depth value of each pixel of an 
original image as an index number in a lookup table for index 
color texture -mapping ; 

means «Qiich sets an alpha value of each pixel to a value 
corresponding ^ the depth value of each pixel of the original 
image by performing index color texture -mapping on a virtual 
object by using tne lookup table in which the depth value of 
each pixel of the original image is set as the index number; 
and 

means which ble\ds the original image with a aefocused 
image of the original i^f e based on the alpha value of each 
pixel . 



10. The game system as defined in claim 9, 

wherein the depth valuk of each pixel of the original 
image is transformed into a second depth value formed of lower 
bits I to J which are positioned lo^er than the most significant 
bit of the depth value; and 

wherein the second depth value\is set as the index number 
in the lookup table for index color Vexture - mapping , 



11 . 



The game system as defined in clVim 10. 

wherein the second depth value is diamped into a given 



valu A depending on a bit value other than the bits I to J in 
the depth value. 



12. Tha game system as defined in claim 10, 

wheAin the depth value is set as an index number in a 
lookup table Vor index color texture -mapping; and 

whereimthe depth value is transformed into the second 
depth value by performing index color texture -mapping on a 
virtual object by using the lookup table. 

13, The game system as defined in claim 10. wherein; 
bits M to N iA the depth value are set as an index number 

in a first lookup tattle for index color texture -mapping; 

the depth value\is transformed into a third depth value 
by performing index co lAirt ex ture -mapping on a virtual object 
by using the first lo6ku\p table; 

bits K to L (where Jt^I&L>M^JSN) in the depth 
value are set as an index number in a second lookup table for 
index color texture -mapping j 

the depth value is transformed into a fourth depth value 
by performing index color texture -mapping on a virtual object 
by using the second lookup tabldi; and 

the third and fourth depth values are used to determine 
the second depth value. 



14 . 



The game system as defined in fltlaim 9, 

wherein the defocused image of rhe original image is 



generated by setting the original image as a texture and 
shifting texture coordinates of a virtual object when the 
texture \s mapped onto the virtual object by texel interpolation 
method . 

15. The bame system as defined in claim 9, 

whereito the virtual object is a polygon having a size 
equal to a siz\e of a display screen. 
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16. The game system as defined in claim 9, 

wherein the virtual object is a polygon having a size 
equal to a size of a^lock obtained by dividing a display screen 
into blocks. 



whj 



generates a game image for a'^omestic 



17 . A game system 
game, comprising: 

means which sets \an adjustment data for adjusting 
display properties of a nJbnitor based on operational data 
inputted by a player througn a game controller; 

save means which saves ohe set adjustment data in a saved 
information storage device foj\ storing personal data of the 
player; and 

means which performs transformation processing on image 
information of an original image baaed on the adjustment data 
obtained by adjusting the display properties or loaded from the 
saved information storage device. 
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18 The^me system as defined in claim 17. 

wherein ^>ta A of a control point of a free- form curve 
representing translation properties of O. i- 9 e 
information is saved\the saved information storage device 
as the adjustment data b\tbe save means. 

19 ^ computer -usable program embodied on an information 

storage \dium or in a carrier wave, the program comprising a 
processingVoutine for a computer to realize: 

mean lhich sets image information of an original image 
as an index\umber in a lookup table for index color 

texture -mapping \and 

xneans whi\ transforms the image information of the 
original image by p\forming index color texture -mapping on a 
virtual object by us\g the looXup table in which the image 
information of the origW ±~»- i- ^ ±M ' 
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The program as defined in claim 19. 

wherein the virtual object is a polygon having a size 
20 equal to a size of a display ^reen. 



21. The program as defined in -^laim 19. 

wherein the virtual object \ a polygon having a size 
eaual to a size of a block obtained by d^iding a display screen 
2 5 into blocks . 
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The program 



as defined in claim 19, 
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wherein the lookup table is used to perform gamma 
correction/^ negative/positive inversion. posterization. 
solarization\ binarization, monotone filtering or sepia 
filtering on t*e image information of the original image. 
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23. The program as defined in claim 19, 

wherein one\of color components of color information in 
the image informaticV of the original image is set as the index 
number in the lookup\able for the transformation of the color 

information; and \ 

wherein the prLam further comprises a processing 
routine for a computer Arealize means which performs masking 
on other coIo^o^nentsVf the transformed color information 
to avoid being drawn in t^e drawing region. 

24. The program as define! in claim 19, further comprising 
processing routine for a computer to realize means which blends : 
transformed color information obtained by setting the 
K-th color component of the ceL information in the image 
information of the original image\as the index number in the 

lookup table; \ 

transformed color inf ormatio\ obtained by setting the 
1.-th color component of the color information as the index 
number in the lookup table; and \ 

transformed color information obtained by setting the 
M-th color component of the color information as the index 
number in the lookup table. \ 
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2iK The program as defined in claim 19, 

\ wherein an alpha value corresponding to the image 
information of the original image is generated by the 
transformation of the image information of the original image. 

26. The program as defined in claim 19, 

wherein \ depth value in the image information of the 
original image is\et as the index number in the lookup table, 

27 . \ A computer -usable program embodied on an information 
storag\ medium or in a carrier wave, the program comprising a 
processing routine for a computer to realize: 

meads which sets a depth value of each pixel of an 
original ima^fe as an index number in a lookup table for index 
color texture- mapping ? 

means which sets an alpha value of each pixel to a value 
corresponding to the* depth value of each pixel of the original 
image by performing ii\dex color texture -mapping on a virtual 
object by using the lookup table in which the depth value of 
each pixel of the origina\itaage is set as the index number; 

and Tv 

means which blends the oxiginal image with a defocused 
image of the original image basefc on the alpha value of each 
pixel. \ 

28. The program as defined in claim\27. 
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lerein the depth value of each pixel of the original 
image is transformed into a second depth value formed of lower 
bits I to J vtfiich are positioned lower than the most significant 
bit of the tfjepth value; and 
5 whereiVi the second depth value is set as the index number 

in the lookup \able for index color texture - mapping . 

29- The progr&m as defined in claim 28, 

wherein the second depth value is clamped into a given 
10 value depending on\a bit value other than the bits I to a in 
the depth value. 
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30. The program as \dle fined in claim 28, 

wherein the depfifit value is set as an index number in a 
15 lookup table for indent §plor texture -mapping ; and 

wherein the depth Aalue is transformed into the second 
depth value by performing \index color texture -mapping on a 
virtual object by using the\ lookup table, 

20 31. The program as definedXin claim 28, wherein: 

bits M to N in the depth value are set as an index number 
in a first lookup table for ind<3x color texture -mapping ; 

the depth value is transformed into a third depth value 
by performing index color texture -mapping on a virtual object 
25 by using the first lookup table; 

bits K to h (where K^l^L>lff^J^N) in the depth 
value are set as an index number in a seVond lookup table for 
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index\color texture - mapping ; 

^the depth value is transformed into a fourth depth value 
by performing index color texture -mapping on a virtual object 
by using \:he second lookup table; and 

theVihird and fourth depth values are used to determine 
the second depth value* 



a 



32* The progaram as defined in claim 27, 

wherein Mie defocused image of the original image is 
10 generated by setting the original image as a texture and 
shifting texture coordinates of a virtual object when the 
texture is mapped ontc\the virtual object by texel interpolation 
method . 
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15 33. The program as defined in claim 27, 

wherein the virtual V>b j ec t is a polygon having a size 
equal to a size of a displa^ screen. 

34. The program as defined i\fi claim 27, 

20 wherein the virtual objec\is a polygon having a size 

equal to a size of a block obtained b^ dividing a display screen 
into blocks. 



35. A computer -usable program embodied on an information 
25 storage medium or in a carrier wave for generating a game image 
for a domestic game, the program comprising a^rocessing routine 
for a computer to realize: 
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meafas which sets an adjustment data for adjusting the 
display properties of a monitor based on operational data 
inputted by aV>layer through a game controller; 

save mearks which saves the set adjustment data in a saved 
information storage device for storing personal data of the 
player; and 

means which performs transformation processing on image 
information of an original image based on the adjustment data 
obtained by adjusting tp4 display properties or loaded from the 
saved information stoTagle device. 
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36, The program as defined in claim 35, 

wherein data of a control point of a free -form curve 
representing transformation \ properties of the image 
information is saved in the saveV^ information storage device 
as the adjustment data by the sav^e means. 
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37. A method of generating an image, comprising a step of: 
setting^image information of e» original image as an 
index number in a lookup table for index color texture - mapping ; 
and 

transforming the\£mage information of the original image 
by performing index color \exture- mapping on a virtual object 
by using the lookup table in which the image information of the 
original image is set as the iddex number. 



38. 



The method as defined in claita 37, 
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the virtual object is a polygon having a size 



eo.ua! to 



lerem 

a\size of a display screen. 



39 . 



The «ie\hoa as defined in claim 37. 

wherein >fhe virtual object is a polygon having a size 
equal to a size oi 
into blocks, 



block obtained by dividing a display screen 
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4 0 The method ate defined in claim 37. 

wherein the Yookup table is used to perform gamma 
correction. negative/positive inversion, posterization. 
solarization. binariz\tion. monotone filtering or sepia 
peering on the image Ynformat ion of the original image. 
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The method as defiVed in claim 37, 

wherein one of coloAcomponents of color information in 
the image information of Unoriginal image is set as an index 

Q f A the transformation of the color 
number in the lookup table f on^tne trans 

information; and 

„,,.r.i» «a.*iM I- PertoWa on other coior co»pon.» t s 
o£ a. transfer^ co!or i» £ orAio» « avoid bein 8 drawn in 

the drawing region. 
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42. Tne method as 
a step of blending: 



defined in claiW 37, further comprising 



transformed color information ob\ained by setting the 
K-th color component of the color inf oration in the image 
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in \mation of the original image as the index number in the 
lookup\table ; 

transformed color information obtained by setting the 
L -th eolo\component of the color information as the index 
number in trie lookup table; and 

tranS \rn,ed color information obtained by setting the 
M-th color component of the color information as the index 
number in the ldokup table. 



43 . 



The method fcs defined in claim 37. 

wherein an \lpha value corresponding to the image 
formation of theXoriginal image is generated by the 
transformation of the W information of the original image. 



44 . 



The method as defined in claim 37. 

wherein a depth va\e in the image information of the 
original image is set as the\ndex number in the lookup table. 



45. 



A^thoa of generating an image, comprising a step of: 
sett^V a depth value of each pixel of an original image 

as an index V« in a l0 °* UP ^ *" ^ 

texture -mapping; 

setting an >4ha value of each pixel to a value 
corresponding to thei&kh value of each pixel of the original 
image by performing inde\olor texture -mapping on a virtual 
object by using the lookup W. in which the depth value of 
each Pixel of the original i\ is set as the index number; 
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and 

blending the original image with a defocused image of 
the original image based on the alpha value of each pixel . 

5 46. ThA method as defined in claim 45, 

wher\in the depth value of each pixel of the original 
image is transformed into a second depth value formed of lower 
bits I to J whicnare positioned lower than the most significant 
bit of the depthV/alue; and 
a o wherein the\econd depth value is set as the index number 

in the lookup table^or index color texture -mapping . 

47, The method as defined in claim 46, 

wherein the secon^epth value is clamped into a given 
15 value depending on a bit"y^.ue other than the bits I to J in 
the depth value. 

48, The method as defined inVclaim 46, 
wherein the depth value is\set as an index number in a 

20 lookup table for index color texture -mapping ; and 

wherein the depth value is transformed into the second 
depth value by performing index coloA texture -mapping on a 
virtual object by using the lookup table 

25 49. The method as defined in claim 46, ^herein: 

bits M to N in the depth value are set asW index number 
in a first lookup table for index color texturV- mapping; 
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tke depth value is transformed into a third depth value 
by performing index color texture -mapping on a virtual object 
by using thl* first lookup table; 

bits K to L (where K>I^L>M^JSn) in the depth 
value are set\as an index number in a second lookup table for 
index color tekture- mapping; 

the depth value is transformed into a fourth depth value 
by performing indtex color texture -mapping on a virtual object 
by using the second lookup table; and 

the third anti fourth depth values are used to determine 
the second depth valuie. 

50. The method as^qra^ined in claim 45, 

wherein the defoWsed image of the original image is 
generated by setting the* original image as a texture and 
shifting texture coordinates of a virtual object when the 
texture is mapped onto the visual object by texel interpolation 
method. \ 

51. The method as defined iA claim 45, 

wherein the virtual object is a polygon having a size 
equal to a size of a display screen. 

52. The method as defined in claim 45, 

wherein the virtual object is aV>olygon having a size 
equal to a size of a block obtained by dividing a display screen 
into blocks . \ 



88 



53 . \A method of generating a game image for a domestic game, 
comprising a step of: 

setting an adjustment data for adjusting display 
propertiesVf a monitor based on operational data inputted by 
a player thrVugh a game controller; 

saving Vhe set adjustment data in a saved information 
storage device Vor storing personal data of the player; and 

performing transformation processing on image 
information of an oVioinal image based on the adjustment data 
obtained by ad j us tindffrhe display properties or loaded from the 
saved information storage device. 

54. The method as defined in claim 53, 

wherein data of a ccmtrol point of a free -form curve 
representing trans fonnati ok properties of the image 
information is saved in the saved information storage device 
as the adjustment data. \ 
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